The mightiest warriors from the Marvel and Capcom 
universes go toe-to-toe for some of the most exci 
ing fights in the history of the genre. In this Fighter's 
Edge, we give you some killer basic and advanced 
techniques along with the lowdown on the game’s 
top four fighters. By Major Mike 


a 
in 


Note: All techniques are described under the assumption that your character is facing to the right. 
If they're facing to the left, reverse any > and € commands, 


P= Any Punch Motion = Move the joystick (.) = Execute the commands in 
LP = Light Punch in one smooth, parenthesis simultaneously. 
HP = Heavy Punch continuous motion.» _esignates a move that can 
K Any Kick Tap = Tap the buttons and also be performed in the air 
LK = Light Kick directions indicated 

HK = Heavy Kick in sequence. 


PA = PartnerA 
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While on the ground, you can 
call in one of your partners for 
a Crossover Assist—a quick 
attack against your opponent. 
The Crossover Assist is deter- 
mined by the Assist Type of 
the character you choose. How- 
ever, if your opponent executes 
a Crossover Assist, the char- 
acter that jumps onscreen is 
open to attack. 


One effective—and annoying—strategy is hitting an opponent 
from two directions with a Crossover Assist. To catch someone 
in a “crossover crossfire,” call in a partner with an attack Assist 
Type right before you jump over your opponent. Try to hit your 
opponent with a cross-up attack or go on the offensive immedi- 
ately when you land. If this is executed correctly, you can catch 
your opponent between two attackers and score more hits than 
if you attacked solo. 


If used carefully, the Crossover Assist is an effective technique 
that can quickly defeat an opponent. However, if used recklessly, 
it can have the reverse effect. Remember that when your partner 
jumps onscreen, their attack can be blocked and they can take 
damage. Remember to provide cover for fighting partners with 
Heal Types because such characters are vulnerable for the 
longest time. 


To switch out to another partner, 
tap (LP LK) to switch to Partner 
A, or tap (HP HK) to switch to 
Partner B. When you switch out, 
your partner will fly onscreen 
with an attack, forcing your cur- 
rent character to leave. 


A Variable Combination sum- 
mons all three characters to 
attack an opponent with a simul- 
taneous Hyper Combo. To per- 
form a Variable Combination, 
tap (PA PB). 

Note: Your Hyper Combo Gauge 
must be at Level Three or higher 


in order to perform a Variable 
Combination. 


To perform a Crossover Counter, when your opponent comes 
in for an attack and you start your blocking animation, motion 
€¢ J (PA), or © % 4 (PB). If you execute the move correctly, 
you'll change partners and immediately be on the offensive. 
Note: Crossover Counters take one Level off your Hyper Combo Gauge. 


An Air Combo will launch your 
opponent high into the air with 
a ground attack. You can then 
super jump towards the launched 
opponent and follow up with a 
combo. Each character's Aerial 
Rave move and combos are 
listed on their character pro- 


file page. You start most combos (with all 
characters) by jumping in deep 
with a move. This is a good way 
to get in close to your opponent 
and land an extra hit. 


To perform a two-in-one combo, begin a move with your character, 
then immediately go into the second move. If you time it correctly, 
you can execute both moves; if your opponent doesn’t block the 
first move, the second move will also connect. 


Note: Not all fighters’ regular and special moves can be chained together 
into a two-in-one combo. 


Each fighter has a Hyper Combo Gauge with five Levels. You can increase your Hyper Combo Gauge 
by hitting your opponent, getting hit, and performing special moves. When the Hyper Combo Gauge 
reaches a new level, you can perform a Hyper Combo move. 


The Team Hyper Combo can enable all three of your characters to individually perform Hyper Combos NY 
against your opponent. After your first character starts his Hyper Combo move, quickly perform any ( 
of the Hyper Combo commands for Partner A. If you execute successfully, Partner A will jump into | 
the fight and immediately begin their Hyper Combo (while immediately canceling your first character's. M4 
Hyper Combo). This can be repeated a second time so Partner B can then execute their Hyper Combo. 


Note: Each Hyper Combo performed by each partner uses up one Level of your Hyper Combo Gauge, so for you to 
successfully execute a full Team Hyper Combo, your Hyper Combo Gauge must be at Level Three. 
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FRO? 


Each fighter can counter an at- 
tack at the moment of impact. 
While blocking an attack, simul- 
taneously press (LP HP). If you 
_ do it correctly, a blue flash will 


appear and force your opponent 


away from you. 


Assist 


Personas 


Sakura and Zangief can change into evil variations of themselves 
if certain conditions are met. When playing as either of these 
characters, perform the moves listed below to change into Evil 
Sakura and Evil Zangief, respectively. 


Note: Transforming into Evil Sakura takes three Levels off her teams’ 
Hyper Combo Gauge; transforming into Evil Zangief depletes the Gauge 
by one level, 


Evil Sakura 


Motion © 4 ¢ LK 


Evil Zangief 


Motion ©  ¢ LK 


Snap Back 
—— 


Motion v ¥ > PA to replace 
your opponent with Partner A; 
or motion V \ > PB to re- 
place your opponent with 
Partner B. 


A Snap Back will knock the 
current opponent 
for a few seconds and force 
in the opponent's partner of 
your choice. 

Note: Performing a Snap Back 
uses up one Level of your Hyper 
Combo Gauge. _ 


Assist Types 
After selecting your character, 


3 vhi 
your character performs during 
a fight. Each type is different 


character. Our recom- 
mendations are listed in each 
of the characters’ profiles, but 
which Assist Type works best 
for you will depend on your 
fighting style. 


Assist Moves 
Sure, you can kick some seri- 
ous butt one-on-one with Ken 
and Ryu, but Marvel vs. Cap- 
com 2 is a whole different kind 
of fight. With three-on-three 
teams duking it out—tagging in 
and out at will—it takes a well- 
balanced team to truly rule the 
ring. You need to pick team- 
mates that make up for your 
weaknesses; have long-range 
assist moves, if you have no 
projectile; and can perform 
effective close-range assist 
moves with a high reach, if 
you have to keep opponents 
off your tail. Here’s a list of 
some of the best teammates 
7 you can choose along with 
t their strongest Assist Moves. 


8.B. Hood 
Anti-Air Type (Cheer & Fire): One 
hit maximum, medium range, 
high reach, fast, great against 
jumping an opponents; 
also good for cross-ups. 
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Cable 

Projectile Type (Viper Beam): 
Four hits maximum, long 
range, very fast and effective. 


Captain Commando 


Anti-Air Type (Captain Corridor): 


One hit maximum, medium 
range, high reach, very effec- 
tive against jump-ing or close 
opponents. 


Doctor Doom 
Variety Type (Photon Shot): 
Two hits maximum, long 
range, medium height, solid 
defensive move; overall, a 
decent attack. 


Guile 


Anti-Air Type (Somersault Kick): 


Two hits maximum, short range, 
high reach; a great move to 
combo or cross up an oppo- 
nent with. 


Hayato 

Expansion Type (Shiden): Two 
hits maximum, long range, 
quick attack, easy to use in 
a combo. 

Balance Type (Shiden): Same 
as the Expansion Type. 


Iceman 

Projectile Type (Ice Beam): 
Seven hits maximum, long 
range, and very fast. 
Balance Type (Ice Beam): 
Same as Projectile Type. 


iron Man 


Anti-Air Type (rentiey Blast) 
Three hits maximum, short 
range, good against jumping 
opponents, easy to combo with. 


Jin 

Expansion Type (Cyclone): 
Four hits maximum, medium 
range, fast, very effective, 
even on jumping opponents, 
great for cross-up and easy 
to combo with. 


Juggernaut 

Dash Type (Juggernaut Punch): 
One hit maximum, long range, 

very fast, incredibly effective, 
hits jumping opponents as well. 


Marrow 

Anti-Air Type (Tearing Spine): 

Five hits maximum, close range, 
high reach, defensive, protects 
you from cross-up attacks. 


Projectile Type (Mega Buster): 
Two hits maximum, long 
range, not very fast, but. 


great to combo or cross-up 
an opponent with, 


Sakura 

Dash Type (Shououken): Seven 
hits maximum, long range, fast, 
very effective. 


Spider-Man 

Capture Type (Web Ball): No 
hits, long range, does no 
damage but sets up oppo- 
nent for Hyper Combo or 
combo attack. 


Storm 

Projectile Type (Typhoon): Four 
hits maximum, long range, 
fast, more effective against 
close opponents. 


Thanos 


Capture Type (Death Sphere): 
No hits, long range, freezes 
opponent, setting them up for 
Hyper Combo or other attack. 


Venom 

Expansion Type (Venom Fang): 
Three hits maximum, medium 
range and height, solid attack 
against jumping or charging 
opponents, easy to combo with. 


Projectile Type (Unibeam): Five 
hits maximum, long range, 
very fast and effective, easy 
to combo with. 


Wolverine 
Note: Once. ayou unlock jhe second 


Expansion Type (eseernens 


: Baro Two hits Weds 


cans and good in Masi 


Zangief 

Ground Type (Double Lariat): 
Four hits maximum, short 
range, very effective, easy to 
combo, doesn’t hit crouching 
opponents. 
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“wsBs” 


One of Spider-Man's most effective moves is his Web Throw. 
This attack is particularly nasty when dealing with opponents 
who like to jump a lot. However, the most effective use of the 
Web Throw is when you defeat an opponent. After an opponent 
is defeated and bounces offscreen, immediately move to the 
middle of the screen after it re-centers and execute a Web 
Throw with HP. If your opponent isn’t holding block as the new 
fighter enters the screen, you'll grab them with a Web Throw. 


Spider-Man has impressive speed, which makes 
him a great pressure character. He is most effec- 
tive when in close and constantly pressuring an 
opponent. Try dashing in a lot and then start a 
combo by holding 4 and taping LK, LK, followed 
by a standing HK. If it connects, go into an air 
combo. If you can’t get the standing HK to juggle 
your opponent, finish off the combo with an LP 
Web Ball. To defend against opponents that like to 
jump in, simply tap HK and then counter with an 
air combo. For Assist Type, use his Capture Type. 


wses in Action 


Hyper Combos} 


Hyper Web Thro 
Motion > ¥ YP Motion ¥ ¢ © (LP HP)// 


eto anoppo- After the second hit, iImmedi- 
LP. The second ately motion > N J ¢ © HP. 
4 eee ld launch an oppo- The web should grab Doctor 
Maximum Spider 4 é nentitnto the alr for an Alr Doom while he's airborne. 
Motion Y YP Motion Y > (LP HP } Combes 
Web CrawlerAs 
Motion Y ¢ © K Motion ¥ » > (LK/HK) 


Motion > ¥ J 2 ©P 


Devastating Combos » 
petted ak LL Tite LU be 


Four-Hit Hyper Web: Thfow Combo 
IE Your Hyper Combo Gatige must be at Level(One for you to perform this 


When in close, 


Hold /,tapLK Tap HK 
hold ¥, tap LK 


Eight-Hit Air Combs 


When in close, Hold , ae LK Tp HK 


hold ¥, tap LK 


Jump in, mo- “Jump indeep, While still in j While stillin Hold ¥,tap — Tap,HK \— Hold , tap Hold tapLP Hold *, tap LK Motion vy> 
tion ¥ NHP tap LP the air, tap the air, tap LK LK, LK \ \ LP,LK LP 
LK, LP 
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MAR Vv CAPCOM 2 


cks, but her speed and user-friendly combos 
nsate. For Assist Type, use her Alpha. 


Hyper Combos 
Hyper Power Rush* 


Motion a yb ¢ ‘Tyrant T-002 
e Crow Attack — When in close, motion 
Motion ¥ y - HK peas wv ¢ © (LK HK) 

_ Dog Attack 
Motion YJ ¥ > LK 
Grenade Launcher 
Motion > YP 
Power Rush* 
Motion Y ¥ > LP 
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MARVEL VS. CAPCOM 2 


st 
Pack Attack. When the attack 
starts, hold ¥. 


Motio 


Jump in deep, While stilin the Tap LP Tap LK 


tap LK air, tap LK 


sup Combo 
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